Vampire: The Masquerade Disciplines 





Assamite - Celerity, Obfuscate, Quietus 
Brujah - Celerity, Potence, Presence 
Gangrel - Animalism, Fortitude, Protean 
Followers of Set - Obfuscate, Presence, Serpentis 
Giovanni - Dominate, Necromancy, Potence 
Lasombra - Dominate, Obtenebration, Potence 
Malkavian - Auspex, Dementation, Obfuscate 
Nosferatu - Animalism, Obfuscate, Potence 
Ravnos - Animalism, Chimerstry, Fortitude 
Toreador - Auspex, Celerity, Presence 
Tremere - Auspex, Dominate, Thaumaturgy 
Tzimisce - Animalism, Auspex, Vicissitude 


Ventrue - Dominate, Fortitude, Presence 


Standard Powers 
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Advanced Powers 
©0000 09999 j5] 


Animalism 


(Animal control) 


Feral Speech/Feral Whispers: Speak telepathically with an animal 
whose eyes you meet. 


Beckoning: Summon animals of a particular type to you. 


Song of Serenity: Soothe a creature, making them docile, and even help 
pull vampires from Frenzy. 
Quell the Beast: Cow a mortal into a state of fear or apathy. 


Subsume the Spirit: Possess the body of an animal. 


Drawing Out the Beast: When about to Frenzy, send your Beast into 
another person. 


Animal Succulence: Gain more vitae from animal blood 

Beast Walk: Hop from animal body to animal body 

Deep Song: Influence the emotional state of listeners with a song 

Eye of the Szlachta: Possess the body of a ghoul 

Gap of Ages: As Feral Whispers, except give commands to an animal 
and all of its descendants 

Pact with Animals: Gain bestial qualities from the blood of an animal 
Quell the Herd: As Quell the Beast but on groups of mortals or animals 
Sense the Savage Way: Share the senses of an animal 

Shared Soul: Meld minds with an animal and probe their memories 
Shepherd's Innocence: Gain the trust and attention of all animals 
Song in the Dark: Summon huge worms from the deep earth to shift the 
earth, creating caverns or earthquakes 

Species Speech: As Feral Whispers, except speak with all animals of a 
species present 

Tainted Oasis: Taint a land so that animals that feed from it become 
stronger and loyal 

Tier of Souls: Gain memories or powers from the blood you drink 


©0000 00209 7] 


Conquer the Beast: Enter and leave your Frenzy at will 

Master's Voice: As Species Speech, except speak to all animals 
regardless of species 

Send the Eighth Plague: Summon beasts to devastate the harvests of a 
land 

Stampede: Induce animalistic panic in a group of mortals 

Twist the Feral Will: Force an animal to obey you without speaking or 
remaining near it 

Beast Shard: Split up your Beast and instill shards in others, making 
them more prone to Frenzy and making them more susceptible to 
your Disciplines 


000e 00009 s] 


Crimson Fury: Your blood causes Frenzy in any who taste it 

and diablerists must fight off your Beast 

Mass Summons: Summon all animals within miles of you 

Taunt the Caged Beast: Cause other vampires to Frenzy 

Twin Spirits: Possess an animal's body without losing control of your 
own 

Unchain the Ferocious Beast: Cause a target's Beast to tear at them 
from within 


eeeee 00000 io) 


Eyes of the Forest: Meld to the earth and use the animals in the forest 
as eyes. 

Flesh Bond: Physically meld with one or more animals 

Free the Beast Within: Enter a controlled Frenzy and gain several 
powers from the Beast 

Unchain the Beast: Cause a target's Beast to tear at them from within 


©0000 00000 i;o) 


Standard Powers 


@29299 [1] 


Army of Beasts: Control all animals within a mile 
Plot Device 


Auspex 


(super-senses) 


Heightened Senses: Raise one of your five senses to superhuman 
levels 

Ancestors' Vigilance: Raise one of your five senses and 

perceive ghosts 


An Ear for Lies: Know when someone lies to you 
Aura Perception: Learn various qualities of a person from their aura 
Sense Vibrations: Learn the most intense emotion of a person 


Artist's Intent: Learn details of an artist's state of mind in relation to a 
piece of art 

The Spirit's Touch: Learn something of an object and its previous owner 
from its resonance 

Spirit Ties: Learn something about a target from residues of its tissue 


Telepathy: Briefly probe someone's mind or project a telepathic message 
to them 

Ancestors' Insight: Briefly probe someone's mind, project a telepathic 
message or plant a foreign thought in the mind of the target 


Psychic Projection: Free your mind to travel the world in astral form 
Spirit Travel: Project your mind into one of the spiritual realms 


Advanced Powers 


e ©0000 69999 (6 


Babble: Similar to Telepathic Communication but can have several 
participants but has the disadvantage of being heard as outside stimuli 
can interfere. 

Celestial Harmony: Open your mind to the thoughts and emotions of a 
crowd 

Cipher: Gain the ability to read any non-supernatural language or code 
Clairvoyance: See what is happening in a distant location 

Crocodile's Tongue: Know what someone wants to hear in order to get 
the best reaction 

Discern the Aura: Scan a group of people with one particular trait in 
their aura 

Eagle's Sight: Gain a bird's eye view of your area 

Genius Loci: Gain insight by meditating at places of high resonance 
Horoscopic Forecast: Gain a glimpse of the target's future 

Insight of the Talespinner: Draw out detailed characters and stories 
quickly from your mind 

Prediction: Socially outwit someone by knowing what they are going to 
say ahead of time 

Sense Emotion: Learn the emotions of the people around you 

Spirit Bond: Create a connection to something so you can find its 
geographical location 

Telepathic Communication: Mentally speak with someone, even if they 
are a great distance away 

The Dreaming: Be somewhat aware of events concerning you while 

in torpor 

The Mind Revealed: Continuously read someone's thoughts to know 
what they are thinking and about to do 

What People Want to Hear: Automatically know the appropriate things 
to say in a conversation. 


e ©0000 ©0522 /7) 


Anima Gathering: Take other people with you to travel astrally 
Ecstatic Agony: The pain from wounds makes you act stronger, not 
weaker 

Karmic Sight: View someone's aura, personality, morality, and other 
karmic qualities 

Melange: See the truths behind reality in metaphor 

Mirror Reflex: React quickly to an opponent in combat by reading their 
mind 

Personality Metamorph: Take on fictitious personalities as your own 
Pluck the Secret: Learn what a target knows about a specific subject 
Repression of the Obvious: Learn about the most directly repressing 
thought a target has at the moment. 

Spirit Link: Speak with multiple people telepathically at once 

Stealing the Mind's Eye: See and hear what a target does and even use 
some Disciplines through them 

Supernal Awareness: Sense events and deeds anywhere in the world 


© ©0000 00009 (5) 


Omniscience: Learn the personalities and identities of all creatures 
around you 


e Psychic Assault: Make a powerful mental attack against a target's 
psyche 
e The Oracle's Sight: Hear and see the thoughts of everyone around you 
e The Call (also known as Malkavian Madness Network): a Malkavian- 
exclusive ability that enables the vampire to summon a clan gathering. 
o ©0000 00000) 
e False Slumber: Astrally project while in torpor 
e Master of the Dom: Merge with a land and know everything that 
transpires on it while gaining power over the land and its residents 
e Precognition: Gain some insight as to what may happen at a particular 
time and place 
e Sight of the Oracle: Always know what is happening around you, gain 
visions of past and future events, and increase other supernatural senses 
e ©0000 ©0008 (0) 
e Pulse of the Canaille: Sense the attitudes, directions, and trends of 
groups of mortals, as well as those who may be controlling them 
e Plot Device 


Celerity 
(Speed and reflexes) 


Standard Powers (V5) 
e @9000 
e Cat's Grace: The vampire can automatically pass checks to keep their 
balance. 
e Rapid Reflexes: The vampire suffers no penalty to dodging gunfire 
without cover. 
e @@000 
e Fleetness: The vampire can add their Celerity to non-combat Dexterity 
checks. 
e #8860500 
e Blink: The vampire can cross large distances and still take additional 
actions such as make an attack. 
e Traversal: The vampire can run up walls or across water with a 
successful check. 
2 ©0000 
e Draught of Elegance: The vampire can bestow their Celerity powers on 
those that drink her blood. 
e Unerring Aim: Amalgam Auspex 2. The vampire can prevent their target 
from dodging or defending against the vampire's ranged attacks. 


e Lightning Strike: The vampire can prevent their target from dodging or 
defending against the vampire's melee attacks. 

e Split Second: The vampire can supercede the Storyteller's narration and 
perform an action that only requires a few seconds like get through a 
door before it closes, roll out of the way of an explosion etc. 

Advanced Powers 
e ©0000 ©9900 (1 

e Flawless Parry: Make perfect defensive motions at the expense of 

taking no other action 


e Precision: Enter a trance where you can operate with exceptionally fine 
manipulation 
e Projectile: Throw objects with the speed of your Celerity 
e Tireless Tread: Run at 50 miles per hour for at least eight hours 
e Quickness: Expend a blood and gain yet another additional turn. All 
previous celerity levels are activated 
e Momentum: Focus your Celerity into one instant, increasing your 
strength 
e000 ©0000 [2 
e Celerity Refinement: Choose to spend vitae for Celerity as you need 
them, rather than declaring them beforehand 
e Flower of Death: Use your Celerity to gain bonuses to attacking 
e Quickness: Expend extra blood points to gain extra actions, at the cost 
of an unsoakable lethal damage level per action 
e Stutter-Step: Use your Celerity to gain bonuses to defense 
©0000 00002 |; 
e Physical Defiance: Move so fast you defy gravity and kill mortals 
instantly as you pass through them 
e The Unseen Storm: Move so fast you are truly invisible 
e Time out of Time: React instantly to anything and move before anyone 
realizes what you have done 
e Zephyr: Move so fast that you seem to defy gravity 
©0000 000. 4 
e Paragon of Motion: Perform most physical acts without fail 
e Between the Ticks: Expend a blood and a Willpower, you gain an 
automatic success on all attacks delivered to an opponent with less than 
advanced Celerity. You have an extra action against those with advanced 
Celerity. All attacks delivered by those with less than advanced Celerity 
are considered to be automatic failures. You can declare fair escape at 
any time 
©0000 ©0008 j5 
e Plot Device 


Chimerstry 


(Make illusions) 


Standard Powers 


@00990 11] 
e Ignis Fatuus: Create a motionless illusion that affects one of the five 
senses 
@@099 [2 


e Fata Morgana/Dweomer: Create a motionless illusion that can affect any 
of the five senses 


©0002 33) 
e Apparition: Add motion to an illusion created by Ignis Fatuus or Fata 
Morgana 
e000. 4 


e Permanency: Make an illusion created by Chimerstry last until dismissed 
eecee jz) 


Advanced Powers 
-o 0000 800 


e ©0000 0090 


Horrid Reality: Places the mind of the victim in an illusionary world of the 
vampire's creation 


QQ [6] 

Army of Apparitions: Create multiple moving illusions 

False Resonance: Disguise one's thoughts and aura from other attempts 
to read them 

Fata Amria: Curse a target with a recurring illusion that interferes with 
them 

Fatuus Mastery: No longer spend Willpower or blood points for the first 
three levels of Chimerstry, require less concentration to maintain illusions 
Horrid Blade of the Demons: Create a dangerous weapon out of 
nothing 

Subtle Spy: Impart a piece of the vampire's consciousness into a illusion 
which can be absorbed later to learn all the illusion witnessed 

Shared Nightmare/Mass Horror: As Horrid Reality, except it affects 
multiple people 

Truth's Essence: Reveal as falsehoods other uses of Chimerstry 

or Obfuscate 

99 [7] 

Aid of the Gandharvas: Make everything in a room seem luxurious and 
splendid 

Far Fatuus: Create illusions anywhere you can visualize 

Mirror's Visage: Create duplicates of oneself 

Suspension of Disbelief: Make an illusion seem completely real or what 
is real seem unbelievable 


© ©0000 00002 |: 


Fantasy World: Place a target in an illusionary world in their mind 
Occlusion: Control how a single target's or group's senses work 
Pseudo Blindness: See through almost all falsehoods 

Sensory Overload: Incapacitate a target by overstimulating their senses 
Visions from the Asura: Assault a target with constant illusions, making 
it nearly impossible to know what is real or not 


e ©0000 00000) 


Mayaparisatya: Temporarily make an illusion completely real or alter a 
person or object that already exists, possibly even erasing them from 
existence 

Sensory Deprivation: Make a victim unable to use any of their senses, 
locking them out from the world 

Truths of the Universe: Make a created illusion permanently real 


e ©0000 ©0008 (0) 


Reality: Trap a victim in an alternate reality of your creation 
Plot Device 


Standard Powers 


@00009 11) 


Advanced Powers 
©0008 000099 j6] 


Dementation 


(Control Madness) 


Incubus Passion (Revised): The Cainite using /ncubus Passion doubles 
or triples his or her victim's emotional intensity. The vampire cannot 
choose the emotion, merely amplify what is already present. This power 
works on other Cainites as well as mortals 

Incubus Passion (V20DA): Inflame one of the four humors of a victim, 
causing them to feel, amplify, or deaden their emotions 

Passion: Amplify or dull emotions present in the victim, increasing the 
difficulty of Frenzy, Virtue, and other rolls 








The Haunting: Inflict maddening visions upon a victim 


Eyes of Chaos: Gain insight into the nature of something through 
seemingly random patterns 


Confusion: Make someone wander around in a daze 

Silence the Sane Mind: Suppress part of the victim's mind, making them 
confused, enraged, catatonic, etc. 

Voice of Madness: Provoke extreme fear or anger in victims 

Fire Voice: Cause both mortals and Cainites to enter Rétschreck 


Total Insanity: Give someone five temporary derangements 


Babble: Communicate over a great distance via the Madness Network 
Devil in the Mind: Remove all inhibitions and social morals while 
bringing impulses to the surface 

Enigmatic Text: Hide information in speech, writing, art, music, flower 
arrangements, even trash on the floor, anything the hand or mind could 
shape. 

Kiss of the Moon: Inflict two related permanent derangements upon a 
victim 


e Lingering Malaise: Inflict a permanent derangement upon a victim 

e Shattered Mirror: Twist a victim's personality into a copy of your own 

e The Call: Summon others within the Madness Network to meet 

e Stain the Soul: Inflict a permanent derangement upon a victim 
e000 ©0000 7 


Childmind: Give someone a "psychic lobotomy", reducing their Mental 
attributes by up to seven points 

Delayed Delirium: As Kiss of the Moon, but it can be made to activate 
later 

Mind of a Killer: Temporarily make someone a cold-blooded killer until 
they take it out on someone 

Restructure: Change a person's Nature 

Sleep of Reason: Create physical manifestations of the "hobgoblins" in a 
victim's mind 


e Wave of Insanity: As Total Insanity, except affect multiple targets 
e The Sword of Malkav: Change a fundamental truth of a target with an 
idea of your own and make them unable to fathom that the new truth 
could be false 
e Cobble the Road: Change the virtues of someone, possibly driving them 
from their adopted morality 
e ©0000 ©0080) (3) 
e Coma: Place someone into a catatonic state for an extended period of 
time 
e Deny: Ignore the existence of an object and not be affected by it 
e Minds of the Children: As Childmind, except affect multiple targets 
e Personal Scourge: Turn a target's Willpower rating against them as 
continuous damage 
e Prison of the Mind: Lock someone's mind in a delusional state and 
leave his body catatonic 
o ©0000 ©0080) (9) 
e Blessing of Chaos: Suffer additional madness, but become immune 
to Chimerstry, Dementation, Dominate, and Presence 
e Lunatic Eruption: Invoke a mad frenzy in all sentient creatures within up 
to several miles 
e Mass Coma: As Coma, except affect multiple targets 
e Touch of the Saints: Cure an individual of derangements and anything 
affecting their mind 
o ©0000 ©0008 (0) 
e Plot Device 


Dominate 
(Mind Control) 


Standard Powers 


e ©9000 11) 
e Command: Give a simple one-word order that a target must obey. 
e @0@000 (2) 


e Mesmerize: By holding a target with your gaze you can implant false 
thoughts or hypnotic suggestions in a target's mind 


e 888009 2) 
e The Forgetful Mind: Rewrite the memories of a target 
© 0080 4) 
e Conditioning: Over time make a target a slave to your will alone 
-o @ee0ee 5) 
e Possession: Transfer your mind into a mortal body and control their 


actions 
Advanced Powers 


e ©0000 ©9929 (6 
e Autonomic Mastery: Start, stop, or otherwise control a target's bodily 
functions 
e Chain the Psyche: Attempting to circumvent your Dominate commands 
fills the target with incapacitating pain 


Command Obedience: You no longer require eye contact for Dominate, 
relying on skin contact or your voice 

Fealty: Enforce oaths a target makes to you so they cannot be broken 
Implanted Opinion: Implant a feeling, opinion, or even a personality trait 
the victim will believe is their own 

Loyalty: It becomes very difficult for other vampires to override your 
Dominate commands with their own 

Memory Block: Leave a target unable to talk about a memory even while 
able to remember it 

Obedience: The vampire may use any Dominate power without eye 
contact. Touching their skin, or even clothing, is sufficient. 

Oberon's Grail: Erase entire nights of a target's memory 

Rationalize: Those you Dominate refuse to believe their actions are not 
their own 

Tranquility: Ease a vampire out of Frenzy 


e ©0000 ©0090 7 


Chain of Command: Should a target be made unable to obey one of 
your Dominate command the effect will be passed to one who can 
Dynastic Power: Control mortal descendants and implant suggestions 
using just a name or picture of the target 

Repression of the Obvious: Learn a thought the target is repressing 
and make them blurt it out 

Mass Manipulation: You can use Dominate on small groups at once 
Still the Mortal Flesh: Shut down the body functions of a target 
Strings of the Marionette: Force a vampire to obey your commands 
even when staked or in torpor 

Tyrant's Gaze: Reduce the Attributes of a target with a look 


e ©0000 ©0802 (3) 


Carry the Master's Voice: Make it so you can issue Dominate 
commands through a thrall 

Far Mastery: You can issue Dominate commands to someone you know 
anywhere in the world if you know their location 


e ©0000 ©0082 (9) 


Best Intentions: Make a target always act with your best intentions in 
mind 

Speak Through the Blood: Guide the actions of your vampiric 
descendants over the years 


o ©0000 ©0008 (0) 


Puppet Master: Override a target's mind completely and make them 
think and act as you. This power may only be attempted once per year on 
a given victim. 

Plot Device 


Fortitude 
(Super-Durability) 


Standard Powers 
e @0000 
e Resilience: The vampire can add their Fortitude rating to their Health 
total. 
e Unswayable Mind: The vampire can add their Fortitude rating to dice 
rolls to resist manipulation and coercion. 
e @@000 
e Toughness: The vampire can subtract Fortitude rating from all 
Superficial damage sustained. 
e Enduring Beasts: The vampire can extend their Fortitude powers to 
animals under the effect of their Animalism. Amalgam: Animalism 1. 
e Obdurate: By shoring up their physical hardiness with vampiric Potence, 
the Kindred may maintain a steady footing when struck by a massive 
force. Amalgam: Potence 2 
e Valeren: Projects Fortitude outwardly, willing the vampire's Blood to 
mend another vampire's injuries. Amalgam: Auspex 1. 





e 888050 
e Defy Bane: The vampire can downgrade Aggravated damage into 
Superficial damage. 
e Fortify the Inner Facade: The vampire can use their Fortitude to resist 
the Auspex powers of Scry Soul and Telepathy. 
e Seal the Beast's Maw: The vampire can ignore the effects of their 
Hunger for a scene, at the risk of becoming frenzied. 
oe ©0000 
e Draught of Endurance: The vampire can bestow their Fortitude abilities 
onto those who drink their blood. 
e Shatter: The vampire becomes so tough, that they repel close combat 
blows, to the point where weapons break and bones 
shatter. Requirement: ®®999 Toughness. 


e Flesh of Marble: The vampire can ignore the first source of damage 
each turn, including Fire but not Sunlight. 
e Prowess of Pain: The vampire can ignore penalties to dice pools from 
injury. 
Advanced Powers 


© ©0000 0000011) 
e Personal Armor: Weapons that hit you may break 
e Sensory Shield: Protect your mind from sensory overload and suffer less 
wound penalties 
e Stand Against All Foes: Cannot be moved from your spot by any force 
e Alabastard: Ignore damage penalties 
© ©0000 00000 2) 
e Armor of Kings: Weapons that hit you may break, doing no damage 
e Curse the Laurel: Slowly move stakes from your heart 
e Resilient Mind: Your mind sheds derangements and animalistic quirks 
while becoming resistant to mind-altering powers 


e Shared Strength: Grant your supernatural resilience to another 
o ©0000 00000 j3] 
e Adamantine: Weapons that hit you may break, doing no damage 
e Eternal Vigilance: Remain awake during the day almost at full strength 
e King of the Mountain: Take no actions but fully blocking attacks, 
breaking weapons that you stop 
e Repair the Undead Flesh: Heal aggravated damage without need of rest 
e Armored Flesh: Suffer no damage outside of combat, and block attacks 
with your bare hands. 
© ©0000 ©0000 4 
e Arm of Prometheus: Make one of your limbs completely indestructible 
for 10 minutes 
e ©0000 ©0000 | 
e Plot Device 


Necromancy 
(Control the Dead) 


Standard Powers 
Sources] 
e @9099 146] 
e Insight: (1st/2nd/VTDA) Allows recall of the last thing glimpsed by a 


corpse 
e @8@9990 [47] 
e Summon Spirit: (1st/2nd/VTDA) Allows a necromancer to summon a 
wraith 
e ©0000 [45] 


e Compel: (1st/2nd) Compels a wraith to obey a necromancer's commands 
e Corporeal Home: (VTDA) Traps a wraith inside a container 


e ©0002 (49) 
e Haunting: (1st/2nd) Ties a wraith to a location in the Shadowlands 
e ©0000 (50) 


e Soul Stealing: (1st/2nd) Turns a mortal into a wraith temporarily, leaving 
his body as a fetter 


Advanced Powers 
© ©0000 00292951] 
e Zombie: Animates a corpse through the insertion of a Drone into the 
shell 
e ©0000 ©®002252] 
e Torment: Allows a vampire to strike a wraith physically and do normal 
damage 
e Severing the Ties of Death: Traps a wraith inside an object, preventing 
them from being affected from the Shadowlands 
e ©0000 6000953) 
e Soul Exchange: Permits the exchange of spirits between bodies 
o ©0000 6000.5: 
e Possession: Temporarily places a wraith in command of a freshly dead 
corpse 
e Inurement: Prepares a fetter in order to become a wraith if faced with 
Final Death 


o ©0000 0000055 
e Death Pact: Lets a mortal promise service beyond the grave in exchange 
for a favor from the necromancer 
e Plot Device 
Paths 
Mortuus Path 
The proprietary path of the Harbingers of Skulls (though this is questionable), this path allows the 
necromancer to manipulate the actual state of undeath for personal utility and offensive applications. 
It was introduced in Guide to the Sabbat as a straight adaptation of Vampire: The Dark Ages Mortis 


discipline. 
e @000909 Reaper's Shroud:[56) Causes an individual to resemble a walking corpse, 
temporarily 
e ©0000 Blight:[57) Causes all the ill-effects of advanced age and decrepitude in a 
target 


e ©0020 Resume the Coil:[53} Awaken from torpor or help another vampire do so 

e @@@@9 True Death:[59} Become a true corpse, unaffected by the banes of vampirism 

e @@@@@ Mercy for Seth:(60) Infects its target with a virulent plague that kills mortals or 
puts vampires into torpor 


Sepulchre Path 


This path allows the necromancer to command, interact with and combat ghosts. 


e ©9999 Insight:1] see the last moment's of a corpses life. 
e @®@0999 Summon Soul:2] summons a wraith. 
e @@@992 Compel Soul:j3] force a wraith to do your bidding. 
e @@@@9 Haunting: binds a wraith to a location or object. 
e ©0000 Torment:5) damages a spirit. 

Bone Path 


This path allows the necromancer to animate and control the dead corpses of animals and people, 
letting them create zombies of a sort. 

e @9999 Tremenes:j making the flesh of a corpse shift once 

e @@99°9 Apprentice's Brooms:7 allowing the dead to rise and perform simple 

functions like lifting a heavy box. 

e @@@009 Shambling Hordes:js; allows the dead to rise and perform attacks. 

e @@@@9 Soul Siealing:[9] remove one soul from its body. 

e @@@@@ Daemonic Possession:10] place a soul in a fresh corpse. 


Ash Path 
This path allows the necromancer to pierce the Shroud and enter the Shadowlands that the various 
ghosts and wraiths dwell in. 
e ©9999 Shroudsight:[11) allows you to see into the Shadowlands 
e @@090°9 Lifeless Tongues:[12] allows you to speak with the dead in any language 
e ©0020 Dead Hand:i13) allows to you reach into the Shadowlands and touch objects 
there 
e @@@@9 Ex Nihilo:[14) allows you to enter the Shadowlands 
e @@@@@ Shroud Masiery:[15) allows you to strengthen or weaken the Shroud rating in 
an area 





Vitreous Path 


The proprietary path of the Nagaraja, it allows for more refined control over wraiths than even the 
Sepulchre Path; a master of the path may gain sustenance from them. It was introduced in Vampire 
Storytellers Handbook Revised as a replacement for the Nihilistics Discipline. 


The Vitreous path was originally quite stripped down compared to Nihilistics, removing the powers 
that focused on harnessing Oblivion energy to focus exclusively on sensing and manipulating 
Wraiths. The V20 revision altered the path to more closely emulate Nihilistics, the main difference 
being that the 2nd and 3rd level powers were switched. 


e @00999 116) 
e Eyes of the Dead: (Rev) Use the Deathsight of nearby wraiths 
e Eyes of the Dead: (V20) As the level 2 power Hour of Death, below 
e @0@000117) 
e Hour of Death: (Rev) Grants the necromancer Deathsight of their own 
which can be used to determine nearness of death or diagnose illness 
e Aura of Decay: (V20) Infect an object with the taint of Oblivion 





e 88009 [i83] 
e Soul Judgment: (Rev) Determine if a Wraith is controlled by their 
Shadow 
e Soul Feast: (V20) Consume the energy of a Wraith as a substitute for 
blood 
© ©0080 (19) 
e Breath of Thanatos: Release necrotic energy as a deadly weapon 
o ©0000 0 
e Soul Feasting: (Rev) Consume the energy of a Wraith as a substitute for 
blood 


e Nightcry: (V20) Summon creatures from the Shadowlands 


Cenotaph Path 
A rare path mainly practised by the African Ghiberti family of the Giovanni which allows the 
necromancer control and even reassignment of a wraith's fetter-.;3] 

e @09999 Touch of Death:21] Sense the recent presence of wraiths 
@@020°9 Reveal the Catene:(22] Allows the Vampire to identify if an object is a fetter 
@@@9 Tread Upon The Grave:j23] Sense the strength of the local Shroud 
@@@@> Death Knell:[24] The necromancer can sense deaths that occur near them 
@0000 Ephemeral Binding :[25] Create artificial fetters 


Path of Abombo 
A path practised by the Laibon of Africa, focussing on the connection between the dead and the 
living; similar to but distinct from the Cenotaph Path. 


Path of Woe 
This Path is the province of the Rosselini family within Clan Giovanni. While the Giovanni prefer the 
subtlety of the Sepulchre Path, most Rosselini instead focus directly on dominating and breaking 
their victims. 

e 9999 Finding the Locus:j2z6] Determine if an object is a fetter 

e @@90909 Expurgate the Damned:z7] Force a Wraith to appear at a location the 

necromancer has marked before 
e ©0020 Blood Scourge:(zs] Use your vitae to cause a wraith excruciating pain 
e @@@@9 Cursed Eucharist:[29] The necromancer can try to feed from a Wraith to 


regain Willpower 


@0000 Purge the Apostate’s Soul:/3s0] Deal aggravated damage to a wraith, 
producing a puddle of plasm 


Nightshade Path 


Developed by the Lilith-worshipping Drakaina of the Tal'Mahe'Ra, the Nightshade Path offers a 
limited variant of necrosynthesis, combining the principles of life and death. 


@99909 Tend the Body Garden:j31] Manipulate the rate at which a corpse 
decomposes 

@@299 Witch's Fruit:32] Enchant fruits to allow a target to see into the Shadowlands 
@@@°0 Raise the Green Onej33] Raise a corpse enhanced by plants 

@@@@ Wails and Whispers:[34] Hasten or slow a soul's descent into the Underworld 
by either screaming or whispering at it 

@0000 Chihonic Womb:;35) Birth a wraith servant from a person you have drained 
dry 


Path of Haunting 
A path practiced by the Maeghar and also pioneered by Giovanni during their time as a bloodline of 
the Cappadocians. It revolves around the ephemeral nature of the Shadowlands and the fascination 
associated with death. 


@2999 Song of the Dead736] Sing a song to a victim that causes the target to suffer 
depression and morbid anxiety 

@@999 Summon Wisp 1371, Summon a Wisp capable of distracting a target 

@@@99 Harrowing 138] Inflict horrific night terrors onto a target about their own death 
@@@@ Phaniasms:39] Summon haunting apparitions capable of following basic 
actions 

@0000 7 orment74o) Haunt a victim with malicious ghosts 


Grave's Decay 
The classical Mortis path of Grave's Decay channels the force of decay through the user's victims. 


@29299 Destroy the Husk - Turns a corpse into a pile of ashes 

@@2990 Rigor Mortis - Allows the Kindred to cause rigor mortis in mortal or undead 
bodies 

@@@009 Wither - Allows the Kindred to cripple an opponent's limb whether they are 
undead or mortal. The muscles shrivel up, the bones get brittle, the skin peels, etc 
@@@@2 Corrupt the Undead Flesh - This ability causes the victim to be stricken with 
a horrible plague. Mortal victims of this ability are highly contagious and easily spread 
the disease to other mortals and to vampires if their blood is taken. Kindred have a 
harder time spreading the disease but are affected by the weakness it causes all the 
same 

@@@@@ Dissolve the Flesh - An expansion upon the level one ability, this ability 
allows the Kindred to turn vampiric flesh to ash 


Corpse in the Monster 
The classical Mortis path of the Corpse in the Monster is the study of understanding the unliving 
form, and its powers allow the user to effect change based in it. 


@99099 Masque of Death - Allows the Kindred to turn his/her body into a corpse-like 
state 

@@0299 Cold of the Grave - The Kindred enters a state of death, wherein they can 
temporarily feel no emotional or physical pain 

@@@2° Curse of Life - The user causes a vampire to feel destructive aspects of their 
previous life, such as hunger, thirst, etc 


@@@@> Gift of the Corpse - Although it lasts for only a brief period of time, this ability 
removes the inherent weaknesses of a vampire, such as vulnerability to sunlight, fire, 
etc 

@@008 Gift of Life - This ability transforms the Kindred into an assemblance of their 
former self. Until the next falling of midnight, they lose their vampire weaknesses and 
gain the ability to eat, drink, etc. 


Path of Skulls 
A nearly extinct Path that was the purview of a secretive cabal of Cappadocians intending to 
strengthen the political power of the Clan. 


@90099 Calvaria Emissius:41] See through the eyes of a prepared skull 

@@2909 Consilium Mortuus:(42] Draw upon the memories of a severed head 
®@@209 Ammorsus Vicarius:[43) Animate a skull to bite attackers 

@@@@ Exedo Animus:j44 Place a memory of a skull into your own mind 

@@@@@ Degulo:j45] Devour a small part of a deceased person's soul to gain a skill, 
knowledge or ability in exchange for sacrificing one of yours 


Path of the Twilight Garden 
Also known as the "Path of Four Humors", this was the specialty of the Lamia bloodline of the Dark 
Ages in Dark Ages: Vampire and V20 Dark Ages. 


Rituals 


c 





@929990 Whispers to the Soul - Releases a wisp of bilious humor into the ear of a 
victim to whisper nightmares to them as they sleep or fearful imaginings when they are 
awake 

@@299 Kiss of the Dark Mother - Concoct a toxic substitute for saliva that makes a 
bite even more deadly 

@@@09 Dark Humours - Secrete a tainted version of one of the four bodily humors 
that serve different functions depending on the humor invoked Phlegmatic: Induces 
lethargy in a victim. Melancholy: Induces visions of death. Sanguine: Induces 
excessive bleeding in a victim. Bilious: Becomes a deadly toxin. 

@@@@ Cluiching the Shroud - Draw closer to death, toughening the unliving body, 
granting knowledge of coming death in nearby mortals and bestowing the ability to see 
the dead 

@eee@ Black Breath - Expel a miasmic black cloud that chokes everyone around 
with malaise and depression 


Obfuscate 
(Stealth Mode) 


Standard Powers 


@0000 
e Cloak of Shadows j1]: Remain hidden so long as you do not move 
@@000 
e Unseen Presence [2]: Become invisible to others so long as you do not 
attract attention 
©0000 


Advanced Powers 


Mask of a Thousand Faces [3]: Change your appearance and 
mannerisms to mimic someone else 


Vanish/Fade from the Mind's Eye [4]: Disappear right from in front of 
someone 


Cloak the Gathering [5]: Extend your Obfuscate powers to a group 


© ©0000 00000 55 


Blithe Acceptance: People nearby will ignore you no matter what you do 
so long as you do not become violent 

Busy Doing Nothing: Makes you appear to be doing nothing 

Conceal: Hide an object independent of you up to the size of a house 
Confusion of the Eye: Make a target mentally view someone else 
differently as with Mask of a Thousand Faces without making any visible 
signs to others 

Diastatsis: Lets the user fade away and replace themselves with an 
illusionary self they can control 

Displacement: Appear to be shifted a little to one side 

Gemini's Mirror: Move around invisible while an image of you continues 
to act normally 

Invisible Weapon: Hide a weapon so that it cannot be seen even when 
you are attacking with it 

Manifold Guise: Make everyone in an area look like someone else as 
with Mask of a Thousand Faces, whether they want to or not 

Mask of Janus: Exchange your appearance as with Mask of a Thousand 
Faces with someone else 

Mental Maze: Make someone unable to find their way out of an area 
Mind Blank: Protect your mind from attempts to read it 

Scrawl: Hide messages in writing legible only to an intended viewer 
Soul Mask: Disguise your aura to appear differently or not at all 


e ©0000 ©0022 7) 


Cache: Extend an Obfuscate power so that it continues after you have 
left the area 

Cloak: Hide yourself from Auspex powers searching for you 

Fortress of Silence: Cut any noises off, allowing clarity of thought and 
heightened awareness of self, or use on a target to drive it mad with the 
sound of its own heartbeat 

Veil of Blissful Ignorance: Make it so no one will see a person no 
matter what he does 

Veil the Legions: Hide a small army from a distance 

Visit Faerieland: Step into the Dream 


o ©0000 ©0002 |: 


Horrid Countenance: Take on the appearance of a monstrous entity that 
every person sees as their personal nightmare 

Old Friend: Make someone view you as a trusted friend and confidant 
Phantom Haunter: Take on the visage of a figure that haunts and 
terrifies the target 


oe ©0000 00000 


Create Name: Create a whole new identity for yourself that overcomes 
any suspicions 


e Obscure God's Creation: Remove a person or object from another's 
perceptions 
o ©0000 ©0008 (10) 
e Memories Fading Glimpse: Remove your existence from reality 
e Plot Device 


Obtenebration 
(Control Shadows) 


Standard Powers 


e @000011] 
e Shadow Play: Move and shape the natural shadows around you 
e @0@000 [3 


e Shroud of Night: Blanket an area in a cloud of unnatural shadow that 
obscures light, sound, and heat 


e 9880093) 
e Arms of the Abyss: Summon black tentacles from the shadows to assist 
you 
e 0080 [1 


e Black Metamorphosis: Encase your body in nightmarish armor and 
grow black tentacles from your sides 
e Nightshades: Create temporary objects made of shadow 
o @eecece |; 
e Tenebrous Form: Transform into pure shadow that can only be harmed 
by fire, sunlight, or magic 
Advanced Powers 
e ©0000 ©9999 (¢) 
e Aegis of Shadows: Cover yourself in powerful shadow armor 
e Eyes of the Night: See without light, even through supernatural 
darkness 
Shadowstep: Teleport from shadow to shadow 
Shadow Parasite: Grow a black tentacle within a target until it kills them 
Shadow Perspective: Move senses to a nearby shadow 
The Darkness Within: Cover a target in a horrid shadow that drains 
them of blood 
oe ©0000 ©0000 /7 
e Darksight: Watch and listen through any shadow in the world 
e Fortify Against Ahura Mazda: Your shadows summoned through 
Obtenebration become resistant to sunlight 
e Shadow Lair: Pause mid-step when using Shadowstep 
e Shadow Twin: Animate your shadow into a weaker duplicate of yourself 
o ©0000 ©0000 |; 
e Dark Hunter: Create a shadow duplicate of yourself that hunts a specific 
target 
Inner Darkness: Draw the shadow into yourself to gain great power 
Night Shades: Summon shades to act as your servants 
Oubliette: Lock one person in an Abyssal prison 
Shadow Watchtower: Merge with a shadow, becoming invulnerable to 
everything except sunlight 
e ©0000 ©0080) 9) 


Ahriman's Demesne: Blanket an area in a darkness that devours 
everything it touches 

Enter the Abyss: Enter and leave the Abyss at any time, allowing you to 
teleport from shadow to shadow around the world 

Tchernabog: Temporarily blot out the sun in your area 


o ©0000 ©0008 (0) 


Banishment: Send someone to the Abyss for an extended period of time 
Plot Device 


Potence 
(Super-strength) 


Mind's Eye Theatre Standard Powers 


© @0090 [s] 
e 
e @@009 7 
e 
e ©0009 [s] 
e 
© ©0000 
e 
© ©0000 (10 


Advanced Powers 
-e 0000 000 


-o ©0000 60> 
e 


Prowess: The Kindred's unarmed or clubbing attacks deal lethal damage 
instead of bashing if they so choose. 


Might: The Kindred can make a free retest on any challenge involving 
strength. 


Vigor: The Kindred may use the bomb (beats rock and paper, loses to 
scissors) on any challenge involving strength. 


Intensity: The Kindred may bid the Potence and not risk losing any 
physical traits in challenges of strength. 


Puissance: The Kindred wins on ties involving all strength-based tests 
and deal an additional level of damage in which their strength is a factor. 


QQ [i] 

Imprint: The Kindred squeezes so hard they leave imprints in solid steel. 
Master of the Forge: The Kindred creates exceptional metalwork tools 
and weapons. 

Relentless Pursuit: The Kindred makes extraordinary leaps through the 
air. 

The Fist of Caine: The Kindred makes brawling attacks from a few yards 
away. 

The Gentle Rebuke: The Kindred telekinetically knocks someone away 
without harming them. 

Crush: The Kindred with a successful attack against an object 
automatically destroys it. 

QQ [2] 

Earthshock: The Kindred sends shockwaves through the Earth. 

Fist of the Titans: The Kindred attacks or throws someone away 
telekinetically. 

Immovable Object: Spend a Willpower point while standing on a solid 
surface to become absolutely immovable. 

The Forger's Hammer: The Kindred creates weapons that do extra 
damage. 


Brutality: The Kindred is able to deal lethal damage with their unarmed 
strikes. 


©0000 00002 (3) 


Standard Powers 


@0090 [1 


©0000 [2 


Advanced Powers 


Aftershock: Delay damage from attacks for up to 24 hours. 

Flick: The Kindred makes a simple motion that sends a target flying 
away. 

Lend the Supernatural Vigor: The Kindred grants their incredible 
strength to another. 

Touch of Pain: The Kindred puts the full force of their strength against 
one person or object. 


Presence 
(Enthrallment) 


Awe: Awe is simple but solid. Once the vampire employs this power, 
those who are near him or her either want to be closer to him or her or 
shudder in fear. It is an immediate and intense attraction, but temporal 
and not so overpowering that those afflicted lose their sense of self- 
preservation. Danger breaks the spell of fascination, as does leaving the 
area. Victims will remember how they felt, though, and this will affect their 
reactions should they ever encounter the vampire again. Awe is 
extremely useful in mass communication. It does not matter what is said 
— the hearts of those affected will lean towards the user's opinion. 


Dread Gaze: This power engenders unbearable terror in its 

victims. Dread Gaze, like the legendary hypnotism of the cobra, stupefies 
the victim into madness, immobility, or reckless flight. To use this power, 
the vampire merely shows the mark of Caine upon him or her — bearing 
claws and teeth, hissing loudly and with malice. Any vampire can do this, 
but students of this Discipline are more insanely terrifying than mere sight 
can explain. 


Entrancement: The Kindred makes someone obsessively want to please 
them. 


Summon: The Kindred compels someone to come to them immediately. 


Majesty: The Kindred appears as a figure of absolute power and 
authority. Where a charismatic, skilled vampire with Awe [1] may impress 
at a street corner, or drink undisturbed in a back alley, the power 

of Majesty [5] can influence an area of effect like a small concert hall or 
theater full of people. 


©0000 000922 [6] 


Aire of Elation: Make everything you do seem so hilarious it 
incapacitates people 


Capture Reality: Project the essence of a scene through photographs or 
film 

Force of Personality: People are forced away from you by your aura 
Intensification: Create an object that instills a particular emotion in those 
who view it 

Love: Make someone enamored with you as if in a blood bond 
Melusine's Song: Command someone through song 

Paralyzing Glance: Send someone into a seizure of terror 

Passion: Fill a person or group with lust, greed, anger, or fear 

Renew the Earthly Pleasures: Overwhelm a vampire with mortal 
feelings 

Siren's Song: Instill particular emotions in a group through music 

Spark of Rage: Provoke a group of people to Frenzy 

Star Magnetism: Make those who see you in pictures or films in awe of 
you 

Two-Tiered Communication: Subliminally say different things to 
someone than what is heard publically 

Vengeance of the Martyr's Legacy: Compel all the vampire's 
descendants Frenzy 


e ©0000 ©0500 7) 


Cooperation: Lessen hostilities and promote cooperation in a group 
Fires of Conviction: Embolden a crowd to riot in the name of some 
cause 

Mask Empathy: Cut emotional bonds between people 

Mind Numb: Drain the people around you of motivation or incentive to 
act 

Phobia: Make someone irrationally afraid of something 

Scourging the Instinct: Whip a crowd into a controlled frenzy 
Unholy Penance: Fill someone with guilt and the desire to beg 
forgiveness 

Vengeance of the Martyr's Legacy: Force all the vampire's 
descendants to Frenzy 


e ©0000 ©0802 |:) 


Bloodlust: Rouse your troops into an enraged horde capable of ignoring 
their wounds 

Corruption: Make someone addicted to sadistic acts or go into a Frenzy 
when presented with pleasurable things 

Invoke Frenzy: Send someone into one of three types of Frenzy 
Ironclad Command: It becomes very difficult to resist your Presence 
powers 

Perfect Paragon: Appear as the ideal person to whomever sees you 


oe ©0000 00000 


A Perfect World: Make everyone in a city work towards making it your 
ideal city 
Pulse of the City: Project an emotion into the residents of a city 


e ©0000 00000 j0 


Dream World: Project dreams and nightmares to everyone in the world 
Plot Device 


Protean 


(Shapeshifting) 


Standard Powers 
e @000071] 
e Eyes of the Beast: See in the dark. Usage of the power turns the eyes 
into a glowing red 
e Dolphin's Unsight: Use sonar-like abilities to orientate yourself 
underwater 


e Feral Claws: Turn one's hands into dangerous claws 
e Phocidaean Webbing: Create webbing between your fingers that allow 
for faster swimming 


e 98009 (3) 

e Earth Meld: Melt into the earth to hide and rest 
e ©0000 [1 

e Shape of the Beast: Transform into two types of animals 
2 @eece 5 


e Mist Form/Body of Spirit: Turn yourself into mist 
Advanced Powers 


© ©0000 ©0000 (5 
Adaptability: Attune oneself to survive in extreme environments 
Adaptation: Adapt oneself to avoid harm from the vampire's environment 
Blissful Slumber: Hibernate during the day as nearly indestructible mist 
Earth Control: Travel beneath the earth 
Flesh of Marble: Damage from physical attacks is halved 
Loki's Gift: Change into the shape of a creature whose blood you have 
tasted 
e Shape Mastery: Cause shapeshifters to revert to their natural form 
e Smoke and Mirrors: When attacked, turn into mist instantly 
o ©0000 ©0000 7 
e Animal Swarm: Transform into a swarm of small creatures 
Death's Hidden Crawl: Slowly move while in torpor 
Homunculus: Create a miniature version of yourself to act as a servant 
Restore the Mortal Visage: Temporarily appear as one did while mortal 
Shape of the Beast's Wrath: Transform into a powerful man-beast 
abomination 
e Spectral Body: Become incorporeal while retaining one's forms and 
nonphysical abilities 
e Turnabout: Quickly change positions by moving through the earth 
e ©0000 ©0002 (3) 
e Movement of the Slowed Body: Very slowly move while in torpor 
e Mythic Form: Transform into a specific mythic creature 
e Purify the Impaled Breast: Violently expel foreign objects from your 
body, including stakes 
e Shape of the Inner Beast: Enter Frenzy and transform into a monstrous 
killing machine 
o ©0000 00002) 
e Adaptation: Your body instinctively shifts to provide maximum protection 
e Draught of Phoenix Blood: A number of days equal to the 
vampire's generation after Final Death, they will reincarnate in a new 
body, one generation higher, retaining this power but with an incomplete 


picture of who they were and losing any 
other Attributes, Abilities, Backgrounds, and Disciplines above the new 
generational trait cap. 

e Dual Form: Split into two weaker versions of oneself 

e Inward Focus: Drastically improve one's combat abilities 

o ©0000 ©0008 (0) 
e Body of the Sun: Transform your body into blazing indestructible fire 
e Plot Device 





Quietus 
(Control Blood) 


Standard Powers (Warrior) 
e @0000 11] 
e Silence of Death: Make the area around you completely silent 
e Blood Essence (V20DA): Draw out the heart's blood of an 
exsanguinated and weakened target 





e Scorpion's Touch: Create a contact poison that greatly debilitates a 
victim physically 


e Dagon's Call: Cause harm from afar to a person who you have touched 
within the last hour 


e Baal's Caress: Create a poison that can be coated on weapons to make 
them more dangerous 


e Blood Essence (DAV): Extract the heart's blood of a vampire as a thick 
liquid that can later be consumed, granting the effects of diablerie 

e Taste of Death (Revised): Spit acidic blood at a target 

e Quicken the Mortals Blood (V20DA): Receive two blood points for each 
point drained 


Standard Powers (Vizier) 
e 00000111] 
e Silence of Death: As the Warrior Power, but the Vizier can choose who 
can hear him when he speaks 
e Blood Tempering (V20DA): Preserves items by infusing them with blood 


e Truth of Blood (V20DA): Taste the blood of a target to learn if it has lied 
e Ishtar's Touch: Create a contact poison that leaves the target inebriated 


e Cleansed in Blood (V20DA): Cleanse an individual of mental and 
emotional influences over them, even curses and other magical effects 

e Dagon's Call: Cause harm from afar to the mind a person who you have 
touched within the last hour 


e Ripples of the Heart (V20DA): Taste emotions and feelings out of blood 
e Baal's Caress: Coat a weapon in your blood, each person hit loses 
a Willpower point 


Blood Sweat (V20DA): Force a target to profusely sweat blood and dwell 
on horrible things they have done 

Taste of Bliss: Exhale red mist against a target that draws away 
Willpower 


Standard Powers (Sorcerer) 


e €0000 116) 


e @@000117) 


© ©0000 115) 
e 
e ©0000 119) 
e 
© ©0000 20 


Advanced Powers 


Silence of Death: As the Warrior Power, but the Sorcerers own voice 
can be heard 


Scorpion's Curse: Place a ward on a solid surface that activates the 
Warrior power when touched 


Dagon's Call: Cause harm from afar to the mind a person who you have 
touched within the last hour 


Baal's Caress: Perceive spirit beings 


Taste of Death: Spit acidic blood that hurts immaterial creatures 


© €00808 00000 [6] 


Blood Sweat: Force a target to profusely sweat blood and dwell on 
horrible things they've done 

Deed the Heart's Desire: Cut yourself off from all sounds and 
distractions in order to meditate or cause a victim to become insane 
Purification: Cleanse an individual of mental and emotional influences 
over them, even curses and other magical effects 

Quicken the Mortal's Blood (Revised): Receive two blood points for 
each point drained 

Rapturous Touch: Drink blood through the skin 

Ripples of the Heart: Leave emotions in the blood of a mortal that will be 
transmitted to any vampire that feeds from them 

Selective Silence: As Silence of Death, except you can designate 
certain people to be able to make sound 

Thin Blood: Make a vampire unable to heal their wounds with vitae 
Taste of Death (V20DA): Spit acidic blood at a target 


e ©0000 ©0500 /7) 


Baal's Bloody Talons: As Baal's Caress, and it deals even more 
damage 

Blood of the Cobra: Use any Quietus power by spitting on the target 
Dam the Heart's River: Take control of a target's blood point expenditure 
Hinder the Cainite Vitae: Make a target unable to spend blood points 
Leech: Drain blood from a target through skin contact 

Poison the Well of Life: Make a mortal's blood dangerous to drink by 
anyone except you 


e ©0000 ©0002 |:) 


Blood Awakening: Communicate with blood in one's system, either 
receiving insight from a mortal's memories or causing a Cainite to 
become confused and disoriented 

Blood Clot: Cause a victim's blood to clot, becoming unusable 


Blood Curse: Make it harder for a vampire to heal wounds, unable to 
spend blood points in other ways 

Blood of Destruction: Make the blood in one's body incredibly acidic 
Songs of Distant Vitae: Force difficult flashbacks on a target of their 
victims' experiences 


©0000 000082 j) 


Condemn the Sins of the Father: Apply a lower level Quietus power to 
an entire lineage of vampires 

Erosion: Reduce all of a target's physical attributes to zero 

Weaken the Blood of the Ancients: Temporarily increase a 

target's generation 


©0000 0000 (10) 


Standard Powers 


@29990 [1 


Advanced Powers 
©0000 ©0009 [6] 


Immaculate Vitae: Blood bond someone who only drinks one blood point 
of your blood 
Plot Device 


Serpentis 
(Egyptian God Powers) 


The Eyes of the Serpent: Immobilize someone with your gaze 
Enchanting Gaze: Gain an alluring feature that can draw people to the 
vampire 


The Tongue of the Asp: Grow a extended tongue that serves as a 
weapon 

Typhonic Maw: Extend the jaws up to the chest, as well as growing 
pointed teeth and a forked tongue 


Mummify: Go into a torpor-like state and be nearly indestructible 
Skin of the Adder: Grow hardened monstrous skin that protects you 
Serpent's Flesh: The vampire becomes more flexible and her skin 
toughens 


The Form of the Cobra: Transform into a large venomous snake 
Typhonic Avatar: Assume the form of the "Typhonic Beast", either as an 
animal or as a human-animal hybrid 


Cheat the Scale of Anubis: Remove your heart, making you immune to 
staking, or remove all your organs and become nearly indestructible 

The Heart of Darkness: Remove your heart from your body, making you 
immune to staking 

Mother of Monsters: Spawn monsters from your own flesh that act as 
your servants 


Aspect of the God: Assume one of Set's visages 
Breathe the Sandstorm: Exhale a scorching blast of sand 
Breath of the Basilisk: Exhale a poisoning and corrosive mist 


Alchemy 


Source] 


e Cobra Fangs: Grow the venomous fangs of the cobra without having to 
transform 
Obsession: Fill someone with lust for an object or condition 
Ophidian Infestation: Consume someone from the inside by snakes 
Temptation: Tempt someone into committing evil actions 
Typhonic Beast: Transform into the Typhonic Animal (also possible as 
a Combination Discipline) 
000e ©0000 7 
e Divine Image: Take on the physical and mental strengths of a deity 
e Phobia: Make someone irrationally afraid of something 
e Seed of Corruption: Slowly erode someone's morals and raise 
suppressed desires to the surface 
e Set's Curse: Transform someone's body and mind into a snake that acts 
as your servant 
e Form of the Storm: Transform your body into wind and clouds, battering 
your surroundings 
©0000 00002 js] 
e Apep's Semblance: Transform into a large snake-human hybrid 
e Body of the Great Lord Set: Take on a form and powers comparable to 
Set's 
e Corruption: Make someone addicted to sadistic acts 
e Heart Thief: Rip another vampire's heart from their body 
e Cerberus's Fury: Grow two additional heads that can see wraiths 
©0000 ©0000 jo) 
e Form of Corruption: Create an object that makes people addicted to 
sadistic acts 
e Pact with Ra: Walk in the sun without harm for one day 
e Shadow of Apep: Become a nearly indestructible giant snake of pure 


darkness 
e Godhead: Assume a form comparable to one of the divine forms of the 
Aeons 
©0000 60008 jio) 


e Mark of Damnation: Make someone so hideous they will be attacked by 
anyone who sees them 
e Plot Device 


Thaumaturgy 
(Blood Magic) 


2999 Simple changes to an object's form 
@@999 Complex changes to an object's form 
@@@292 Complicated changes to an object's form 
@@@@2 Small changes in atomic number 
@@000 Major changes in atomic number 


Biothaumaturgy 


Sourcel2] 


@0000 
e Thaumaturgical Forensics: Gain information from a tissue sample 


@@000 
e Animal Experimentation (Pre-revised): Can alter life forms less complex 
than a human 
e Thaumaturgical Surgery (Revised): Convert a level of damage to a 


lesser form 
@0000 
e Thaumaturgical Surgery (Pre-revised): Repair damage to all sorts of 
creatures, including supernatural ones 
e Lesser Animation (Revised): Animate dead plants or small animals that 
will follow instructions 
e000) 
e Human Experimentation (Pre-revised): As Animal Experimentation, 
except works on humans 
e Greater Animation (Revised): As Lesser Animation, except works on 
large animals and humans 
eeeee 


e Supernatural Experimentation (Pre-revised): As Human 
Experimentation, except works on supernatural creatures as well 

e Cognizant Consiruction (Revised): Grant an animated creature 
rudimentary intelligence 


Elemental Mastery 
Known in the Dark Ages as Rego Elementum, this path grants control over and affinity with 
inanimate objects.[3] 


Faux Path 


Source|4] 


@99990 Elemental Strength: Draw greater strength and resilience from the earth. 
@@299 Wooden Tongues: Speak with the spirit of an inanimate object. 

@@@2°9 Animate the Unmoving: Cause an object to move within the limits of its form. 
@@@@ Elemental Form: The caster transforms into an inanimate object. 

@e@ee0e Summon Elemental: Conjure and possibly command a spirit of one of the 
classical elements. 


@929299 Hello, Goodbye: Temporarily cause listeners to believe a true statement to be 
false 

@@299 Disciplinary Identification: Recognize what Disciplines are or have been 
used 

@@@99 Thaumaturgical Nomenclature: Identify what Thaumaturgy powers 

and rituals are being used 

@@@@> Ritual Madness: Give a target the sensation of a particular Thaumaturgical 
power or ritual without actually inducing the effect 

@@0@@@ Sanguinary Affection: Produce an illusion that gives the effect of a particular 
Discipline power 


Focused Mind 


Sources] 
e 


@9292990 Readiness: Gain a dice pool to add to Wits-related rolls or initiative 

@@2990 Centering: Cause a subject to ignore any effect that reduces dice pools; grant 
bonus to resist Frenzy 

@@@092 One-Tracked Mind: Make a subject unable to split perform multiple actions 
@@@@> Dual Thought: Take an extra mental action per round, including another 
Discipline use 

@0000 Perfect Clarity: Reduce the difficulty of all actions, become immune to 
Frenzy, and become resistant to mental influence 


Gift of Morpheus 
Sourceje] 

e @00999 Cause Sleep: Force a single target to become drowsy or sleep, opposed to 
the target's Willpower. Spend Willpower to affect supernaturals. 

e @@0009 Mass Slumber: Affect multiple targets with Cause Sleep against a flat 
difficulty. 

e @@@99 Enchanted Slumber: Force a target to sleep until a trigger event. Spend 
Willpower to affect vampires. Multiple successes extend sleep up to a year. 

e @@@@°2 Dreamscape: The vampire may project her own image into a dream, but has 
no control over the dream other than by her own actions within it. The vampire must 
have a belonging of the victim to use this power. 

e @@@@@ Master of Dreams: The vampire may start changing the target’s dreams, 
once she has entered them by using Dreamscape. If the target is a vampire, a 
Willpower point must also be spent. Once this power has been used, the target may 
also change her dreams with resistance rolls, and both characters may act in the 
dream as if they were awake. If either character dies in this dream, the character also 
dies for real. 


Green Path 
Grants control over and communion with plants.[7] 
e 090999 Herbal Wisdom : Communicate with the spirit of a plant. 
e @@00°9 Speed the Seed's Passing: Cause a plant to quickly grow or decay. 
e @@@0909 Dance of Vines: Animate vegetation to fight or perform tasks. 
e @@@@9 Verdant Haven: Create a physical and mystical shelter of branches, leaves 
and vines. 
e @@@@@ Awaken the Forest Giants: Briefly animate an entire tree. 


Geomancy Path 

Blessings and cursings.|8] 

@90909 Resistance to magic 
@@999 Social attributes 
@@@29 Physical attributes 
@@00@2 Talents 

@@008 Any attribute or ability 


Hands of Destruction 
Usually practiced by members of the Sabbat, this path is rumoured to have demonic origins. It grants 
various destructive powers, most of which require physical touch.|[9] 

e ©0999 Decay: Cause an inanimate object to age years in seconds. 

e @@999 Gnarl Wood: Ruin an object of wood with a look. 

e @@@099 Acidic Touch: Secrete a powerful viscous acid which affects metal, wood, 

and living tissue. 
e @@@@9 Atrophy: Cause a victim's limb to wither. 
e ©0000 Turn to Dust: Cause a living person to age years in seconds. 


Hearth Path 
Source[io] 
e ©0009 Guest's Herald: Create a small effect that goes off whenever someone 
passes through a entryway 
e @@®0099 Master's Order: Know where all things that belong to you in your haven are 
located 


e @@@9°9 Rhyme of Discord: Anyone else who comes into your haven becomes 
disoriented and cannot remember what they find there 

e @@@@9 Temportal: Teleport from one of your haven's doorways to another 

e @@@@@ The Cauldron's Rede: Speak to items in your haven about events that have 
occurred there 





Lure of Flames 

This path, known as Rego Ignem or Creatio Ignis in the Dark Ages, creates unnatural flames, which 
some believe are conjured from Hell. Rather than distinct powers, each level of mastery allows the 
practitioner to summon larger and more dangerous flames.[11] 


Power of the Mirror 
Sourcefi2] 
e 9090909 Mirror Forge: Allows you to see through a reflective surface you created 

e @@9°° Reality of Reflection: Allows you to alter small details of reflections in a 
reflective surface you created 

e @@®@0909 Mastery of Reflection: Allows you to completely alter reflections in a 
reflective surface you created or use certain Disciplines 
(Auspex, Dominate, Presence, Animalism) through it 

e @@@@9 The Thousand Eyes: Allows you to use the previous powers through any 
reflective surface 

e @@@@@ Mirror Prison: Trap a victim within a reflective surface for an indefinite period 
of time 


Mastery of the Mortal Shell 


Source[i3] 
e ©0999 Vertigo: Cause a target to be disoriented and dizzy 
e @@09099 Contortion: Make a victim's limb constrict and become useless 
e @@@0°9 Seizure: Cause a victim's body writhe and tighten uncontrollably 
e ©0000 Body Failure: As Seizure, but more powerful 
e @@@@@ Marionette: Force a target's body to move and act as you desire 


Movement of the Mind 

This path grants the practitioner the power of telekinesis, allowing them to move matter at a 
distance, at first as though they were using their hands, and at higher levels allowing flight and 
levitation. It was known in the Dark Ages as Rego Motus. Modern versions of the path do not have 
distinct powers; instead higher levels of mastery simply increase the mass a thaumaturge can affect, 
though level three is required for flight, and level four for throwing objects. Older versions have the 
following more strictly defined powers.[14] 


e @909090 Force Bolt: Cause a target to fall down losing his next action or can shunt an 
object of 100 Ibs or less toward or away. 

e @®999 Manipulate: Allows you to lift and handle an object that you would with one 
hand, TV remote, handgun, a lever, et al. 

e @@@99 Flight: Allows the caster the ability to hoist a person or the caster into the air 
and can move them at walking speed. 

e @@@@°2 Repulse: As with force bolt but objects with much more weight and more than 
one. 

e @@@@8@ Control: Force a target's body to move as you desire or you can heft up to a 
single ton. 


Neptune's Might 
Originally called Rego Aquam in the Dark Ages, Neptune's Might grants a practitioner control over 
bodies of standing water plus some other water-related powers.[15] 


@02000 Eyes of the Sea: See what has transpired on, in or around a still body of 
water. 
@@999 Prison of Water: Use a large body of water to bind a target. 
0000 
e Dehydrate (Pre-revised): Remotely drain water from a victim. 
e Blood to Water (Revised): Turn a subject's blood (or possibly another 
liquid) into water. 
@@@@°2 Flowing Wall: Create a barrier of water nearly impervious to all beings. 
eeeee 
e Blood to Water (Pre-revised): Turn a subject's blood into water, some 
other liquids as well 
e Dehydrate (Revised): Remotely drain water from a victim. 


Oneiromancy 


Sources] 


@90909 Portents: Receive visions after waking that allegorically refer to future events 
of one's life 

@@299 Foresee: As Portents, but works on another individual 

@@@0°2 Dreamspeak: Send messages to someone through their dreams 

@@@@2 Augury: Gain answers to questions from another person's dreams 

@0000 Reveal the Heart's Dreams: Learn what someone most desires and fears 
from their dreams 


Path of Blood 


Usually the first path taught to neonates among the Tremere.[17] 


@0000 

e A Taste For Blood : Gather a variety of information from a blood sample 
@@000 

e Blood Rage: Force a target to expend their vitae to raise Attributes 
@0000 

e Blood of Potency: Temporarily lower your generation 
e000) 

e Theft of Vitae: Steal blood from a target at a distance 
eeeee 


e Cauldron of Blood: Cause a victim's blood to burn them from within 


Path of the Blood's Curse 


Source[is] 
e 


@29290 Ravages of the Beast : Cause a target to Frenzy 

@@299 Weight of the Sun: Make a vampire feel the effects of being awake during the 
day 

@@@09 Abated Tooth: Prevent a vampire's fangs from extending 

@@@@ Treacherous Bonds: Temporarily corrupt a blood bond, turning love to hate 
@@000 The Withering of Ages: Cause a vampire to decay to their true age 


Path of Conjuring 

The practitioner can create objects (or even living things) from nothing. Such objects are generic, 
with repeated patterns or a uniform appearance, and have no flaws. Unless a caster is sufficiently 
skilled, conjured objects cease to exist without continued concentration.[19] 


@292990 Summon the Simplest Form: Temporarily conjure a very simple object 
(single material, no moving parts). 

@@099 Permanency: Conjured objects may be given permanent existence. 
@@@09 Magic of the Smith: Conjure a complex object (multiple materials, moving 
parts). 

@@@@° Reverse Conjuration: Banish objects conjured with this path. 

@@000 Power Over Life: Temporarily conjure a living (though mindless) being. 


Path of Corruption 


Source[20] 


@0000 
e Contradict : Make someone change their mind on a course of action 
@@000 
e Disfigurement (Pre-revised): Change the appearance of someone, 
making more or less attractive 
e Subvert (Revised): Cause a victim to act on their dark impulses 
©0000 
e Change Mind (Pre-revised): Give someone a new Demeanor 
e Dissociate (Revised): Make someone become distant from others for a 
time 
e000) 
e Cripple (Pre-revised): Paralyze someone's legs 
e Addiction (Revised): Cause a victim to be psychologically dependent on 
a particular sensation 
eeeee 


e Corrupt Soul (Pre-revised): Give someone a new Nature 
e Dependence (Revised): Temporarily bind someone to you 


Path of Curses 


Source[21] 


@9099 Stigma : Make an individual suffer socially for an evening 

@@0099 Malady: Curse a victim with an illness, reducing their Physical Attributes 
@@@2°9 Pariah: Make others see the target as their worst enemy 

@@@@2 Corrupt Body: Temporarily reduce one of the target's Physical Attributes 
@¢000 Fall from Grace: A victim gains a botch die to all actions 


Path of the Father's Vengeance 


Source[22] 
e 
e 


@9292990 Zillah's Litany : Discover blood bonds and Vinculi the target has 

@@290 The Crone's Pride: Reduce a victim's Appearance to zero for the night 

@®@0020 Feast of Ashes: Force a vampire to only be able to gain sustenance from ash 

for a time and be limited in how they may use Blood Points gained from it 

@¢00V Uriel's Disfavor: Make all light uncomfortable and harmful to the vampire 
Valediction: Temporarily undo any change in generation from diablerie 


Path of the Levinbolt 


Source[23] 


@900909 Spark : Generate a small electrical discharge 

@@999 Illuminate: Generate enough energy to charge a small device or produce light 
@@@° Power Array: Discharge or absorb a greater amount of energy 

@@@@> Zeus' Fury: Build up energy and direct it as arcs of lightning 

@@@0@ Eye of the Storm: Become charged with an incredible amount of electricity 


Path of Mars 


Source[24] 


@9999 Warcry: Temporarily increase one's Courage and Willpower 

@@299 Strike True: A single melee attack automatically succeeds with one success 
@@@09 Wind Dance: If not attacking, you can dodge many times without penalty 
@@@@> Fearless Heart: All your Physical Attributes raise by one 

@@@e@ Comrades at Arms: Use Path of Mars powers on others 


Path of Mercury 


Source[25] 


@9999 teleport 10 Yards 
@@9299 teleport 50 Yards 
@@@9 teleport 500 Yards 
@@@@ teleport 5 Miles 
@@00@@ jeleport 500 Miles 


Path of Shadowcrafting 


Source[26] 
e 
e 


9999 Out Light : Make lights darker or extinguish 

@@099 Shadow Taunt: Make a shadow mimic your movements 

@@@2°2 Coruscating Shadow: Cause shadow to cover you, making you harder to be 
seen 

@@@@ Night's Veil: Extend a shadow so that it creates an area of night in daylight 
@@@@®@ Abyssal Pact: Summon an abyssal shadow that attacks or 

counters Obtenebration 


Path of Technomancy 


Source[27] 


@9999 Analyze: Learn how a device works 

@@299 Burnout: Cause a machine to malfunction 

@@@2°2 Encrypt/Decrypt: Cause a device to only work for you 

@@@@2 Remote Access: Operate a machine remotely 

@eee8@ Telecommute: Project your mind into the global telecommunication network 


Path of Transmutation 


Source/28] 


29909 Fortify the Solid Form: Make an object stronger 

@@999 Crystallize the Liquid Form: Transform a liquid into solid form 

@@@9 Liquefy the Solid Form: Cause an object to soften and melt for a scene 
@@@@ Gaol: Turn air into an indestructible block 

@0000 Ghost Wall: Turn an object into a gaseous mist 


Path of Warding 


Source[29] 


@2299 Bar the Common Passage: Block an door and get alerted if something 
breaks the ward 

@@999 Glyph of Scrying: Create a glyph to monitor its surrounding area 

@@@2°2 Runes of Power: Ward an object with a rune, that deals aggravated damage 
to everyone who touches it 

@@@@ Glyph of Enlightenment: Create a glyph for scrying, communication and 
transmitting thaumaturgical powers 

@@@@@ Secure the Sacred Domain: Seal off an entire castle for one night 


Perdo Magica 


This path has no own powers, instead, it allows to counter other magic.(30] 


Prey on the Soul's Fear 


Source|31] 


2999 Startle the Superstitious Mind: Create such fear that a mortal or vampire is 
rooted to the spot where he stands 

@@299 Rout the Charging Hordes: Cause a number of people to flee from you 
@@@99 Wrath of God: Cause a victim to witness his particular version of hell 
@@@@ The Inner Demon: Confront somebody with his darkest fears 

@@@@@ Demonic Horde: Create horrific images and implant them in your victim’s 
mind 


Rego Magica 


This path has no own powers, instead it allows to create new paths.|[32] 


Rego Mentem 

This path is the pagan version of the infernal Rego Manes. It does not have individual powers at 
each level. Instead, each level allows to summon stronger nature spirits and to inflict more damage 
upon any spirit.[33] 


Soul of the Serpent 


Source|[34] 
e 


@2999 Serpentine Sense : See in the dark 

@@29209 Scaleskin: Get a smooth and scaly skin, allowing for greater flexibility on land 
and considerable freedom of movement through water. 

@0020 Venom Curse: Transform your vitae into a deadly poison capable of blinding 
the eyes of nearby opponents, like that of a spitting cobra. 

@@@@ Touch of Typhon: Transform forearm into a venomous asp. 

@@000 Form of The Hydra: Transform your body into a writhing mass of vipers 


Spirit Manipulation 


Source|[35] 


@90099 Hermetic Sight : See into the spirit world 

@@299 Astral Chant: Be able to communicate with all spirits 

@@@292 Voice of Command: Force a spirit to obey your commands 
@@@@> Entrap Ephemera: Bind a spirit into an object to create a fetish 
@@e0@ Duality: Exist in both the material and spiritual world 


Spirit Thaumaturgy 


Sources] 


@92999 Evil Eye : Inflict botched dice on your victim 

@@299 Spirit Sight: See and speak with spirits 

@@@29 Spirit Slave: Demand a service of a spirit 

@@@@> Fetishes: Force a spirit to inhabit an object 

@eeee@ Journey: Leave your body, using Willpower you can roll to temporarily take 
control of another magical being 


Transitus Velociter 
This path does not have individual powers at each level. Instead, each level allows you to increase 
the speed of larger groups of mortal, vampires and mounts for several hours.|37] 


Video Pellis 


This path is the pagan version of the infernal Video Nefas [38] 


@200909 See the Unseen : Gaze into the spirit world 

@@9099 Learn the Heart's Pain: look into someone’s heart and determine what 
grieves him the most 

@@@9 Seize the Moment : Reach into the mind of your victim and draw forth his 
memories and thoughts 

@@@@> Casting the Bones: Part the mists of time and gaze into the future 
@0000 Recall the Bloody Deed: Raise a Spectre of vengeance to uncover past 
misdeeds 


Vine of Dionysus 


Source|39] 


@900909 Methyskein : Make a victim slightly drunk 

@@299 Omophagy: Cause a victim to be ravenously hungry 

@@@09 Hamartiia: Give a target feelings of euphoria 

@@@@2 Enthousiasmos: Cause multiple victims to enter a passive state of happiness 
@@@@®@ Oinos Aimaios: Imbue your vitae with the effect of Enthousiasmos 


Weather Control 


Source/4o] 


9999 Control fog 
@@999 Control rain 
@®@@29 Control wind 
®@@®@ Control storm 
@0000 Control lightning 


Standard Powers 


e @0000 11) 
e 
e @@099 2) 
e 
e ©0009 3) 
e 
e ©0000 (4 
e 
o ©0000 (5) 


Advanced Powers 


Vicissitude 
(Flesh-crafting) 


Malleable Visage: A vampire with this power may alter their bodily 
parameters: height, build, voice, facial features, and skin tone, among 
other things. Such changes are cosmetic and minor in scope. They 
might, for example, resume their mortal coloration; make themselves 
resemble a Moor, Viking, or Saracen, or even copy the form of a web- 
fingered naiad or faerie noble. 


Fleshcraft: Alter muscle, fat, and cartilage 
Bone Craft: Alter bone 


Horrid Form: Transform into the war-form zulo; the transformation takes 
2 turns to complete. 


Bloodform : Instantly transform into a pool of sentient vitae 

Inner Mastery : Alter internal processings of the body, even manipulating 
mental attributes or giving derangements. 

The Body Impolitic : Infuse parts of your body with your will to allow 
them to be severed from the trunk to do your bidding 


e ©0000 ©9999 (7 


Body Arsenal: Transform the bones in your body into weapons 
Blood of Acid: Permanently make your vitae highly corrosive 
Chiropteran Marauder: Transform into a huge, flying bat 

Ecstatic Agony: Change the pain of wounds into pleasure 

Entrail Saraband: Turn your bowels into writhing tendrils 

Graft Life to Life: Attach the limbs of one person to another without it 
becoming useless 

Living Testudo: Use a victim as a living weapon and shield 

Plasmic Form: As Bloodform, except you can move and hold any shape 
as a pool 

Skin Trap: Peel off a layer of skin to use as a net 


e ©0000 ©0522 /7 


Cocoon: Wrap yourself into an incredibly resilient shell 

Flesh Rot: Give a target a disease that eats away at their body 
Impaler's Fence: Cause a victim's spine to shoot up and down them 
Kraken's Kiss: Transform your face into a tentacle that can drain blood 
Transcend the Flesh: Expel foreign substances from your body or move 
through solid objects 

Liquefy the Mortal Coil: Turn victim body parts into blood. 


e ©0000 60002 (3) 


Bauble: Transform into an object no smaller than half your size 
Breath of the Dragon: Exhale a blast of flame 
Will over Form: Use Vicissitude without one's hands over a distance 


e Sublimation of the Larval Flesh: Weave the flesh of target into a 
cocoon to transform it into a new form 
e Oathbreaker: Transform your blood into a substance that can suborn 
foreign Blood Bonds for a limited period of time 
e Blood of the Earth: Your Blood becomes a viscous substance that burns 
when it is exposed to air. 
e ©0000 6000) vj 
e Doppelganger: Assume any shape 
e Earth's Vast Haven: Dissolve your body into the earth 
e Perfect Essence: Control your vitae more efficiently 
e The Last Dracul: Assume a draconic form whose blood incinerates when 
it is in contact with air 
e ©0000 ©0008 (10) 
e Reform Body: Recreate your body after dying 
e Plot Device 


